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| | INFORM 7 ‘definitions’ 
person, a kind of thing (p/ura/ people) 


Despite the name, not necessarily a human being, but anything animate enough to 
envisage having a conversation with, or bartering with. 

Usually male not female. 

Usually not neuter. 

Can have carrying capacity (a number). 

yourself 


man, a kind of person (plural men) 
Represents a man or boy. 

Always male not female. 

Never neuter. 


woman, a kind of person (p/ural women) 
Represents a woman or girl. 

Always female not male. 

Never neuter. 


animal, a kind of person (p/ural animals) 

Represents an animal, or at any rate a non-human living creature reasonably large 
and possible to interact with: a giant Venus fly-trap might qualify, but not a patch of 
lichen. 


INFORM 7 


Actions concerning the actor's possessions 
Taking inventory , Taking , Removing it from , Dropping , Putting it on, 
Inserting it into , Eating 


Actions concerning other people 
Giving it to , Showing it to , Waking , Throwing it at , Attacking , Kissing , 
Answering it that , Telling it about , Asking it about , Asking it for 


Actions which are checked but then do nothing unless rules intervene 


Waiting , Touching , Waving , Pulling , Pushing , Turning , Pushing it to , 
Squeezing 


Actions which always do nothing unless rules intervene 

Saying yes , Saying no, Burning , Waking up , Thinking , Smelling , 
Listening to , Tasting , Cutting , Jumping , Tying it to , Drinking , Saying 
sorry , Swearing obscenely , Swearing mildly , Swinging , Rubbing , 
Setting it to , Waving hands , Buying , Singing , Climbing , Sleeping 
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The Foyer is a room. "The kitchen is east of here." The Kitchen is a room. "West 
of here is the Foyer." The Kitchen is east of the Foyer. 


Mr Smith is a man in the Foyer. "Mr Smith is standing by the door holding a 
passort and travel documents." 
Ms Jones is a woman in the Foyer. "Ms Jones is looking angrily at Mr Smith." 


An animal can be awake or asleep. An animal is usually awake. 

Lassie is a female animal who is asleep in the Foyer. "| if asleep] Lassie is asleep, 
oblivious to your presence.| otherwise |Lassie is sniffing at her blanket[{end if]." 
Understand "dog" as Lassie. 


Instead of waking Lassie: 
say "Patting Lassie on the head has woken her."; 
now Lassie is awake. 


The bone is in the Foyer. "You see a bone that Lassie might like to chew on." 
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Foyer Actions concerning other people 

The kitchen is east of here. 

Mr Smith is standing by the door holding a passort and travel documents. 

Ms Jones is looking angrily at Mr Smith. 

Lassie is asleep, oblivious to your presence.. 

You see a bone that Lassie might like to chew on. 

>give the bone to Mr Smith 

(first taking the bone) 

Mr Smith doesn't seem interested. 

>i 

You are carrying: | 
a bone 

>show the bone to Mr Smith | 

Mr Smith is unimpressed. 

>wake Mr Smith 

That seems unnecessary. 

>throw the bone at Mr Smith 

You lack the nerve when it comes to the crucial moment. 

>attack Mr Smith 

Violence isn't the answer to this one. 

>kiss Mr Smith 


| asi mind on the game. —__ play 


>answer Good Morning to Mr Smith Actions concerning other people 
There is no reply. 

>tell Mr Smith about the bone 

This provokes no reaction. 

>ask Mr Smith about the bone 

There is no reply. 

>drop the bone 

Dropped. 

>ask Mr Smith for the bone 

(Mr Smith first taking the bone) silently - failed | | 
Mr Smith has better things to do. 

>i | 
You are carrying nothing. 

>ask Mr Smith for the passport 

You can't see any such thing. 


play 


Foyer Actions concerning other people 
The kitchen is east of here. 
Mr Smith is standing by the door holding a passport and travel documents. 
Ms Jones is looking angrily at Mr Smith. 
Lassie is asleep, oblivious to your presence.. 
You see a bone that Lassie might like to chew on. 
>give the bone to Lassie 
(first taking the bone) 
Lassie doesn't seem interested. 
>i 
You are carrying: 
a bone 
>show the bone to Lassie 
Lassie is unimpressed. 
>wake Lassie 
Patting Lassie on the head has woken her. 
>throw the bone at Lassie 
You lack the nerve when it comes to the crucial moment. 
>attack Lassie 
Violence isn't the answer to this one. 
>kiss Lassie 


Keep your mind on the game. N | = 
piady— 
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>answer Fetch to Lassie Actions concerning other people 
There is no reply. 


>tell Lassie about the bone 
This provokes no reaction. 
>ask Lassie about the bone 
There is no reply. 

>drop the bone 


Dropped. 

>ask Lassie for the bone 

(Lassie first taking the bone) silently - failed 
Lassie has better things to do. 

>I 

You are carrying nothing. 

>look 

Foyer 


The kitchen is east of here. 
Mr Smith is standing by the door holding a passport and travel documents. 
Ms Jones is looking angrily at Mr Smith. 


Lassie is sniffing at her blanket. 
You can also see a bone here. 


play — 
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Very simple conversation... '\' 


[Fix possible continuity mistake: Mr Smith might be standing] 
A man can be awake or asleep. A man is usually awake. Mr Smith is asleep. 


Instead of waking Mr Smith when asleep: 
say "I am awake now you fool, stop shaking me’, says Mr Smith."; 
now Mr Smith is awake. 


Instead of showing the bone to Mr Smith: 
say "Mr Smith “s eyes widen at the sight of the bone. 'Are you sure it is not a 
human bone?’ he asks." 


[tell: the topic of conversation must be in quotes] 
Instead of telling Mr Smith about "the bone": 
say "'Why would I care about the bone?’ Mr Smith replies. ‘Its the dog's bone."". 


[ask: the topic of conversation must be in quotes] 
Instead of asking Mr Smith about "the bone": 
say "Why do people always ask me about the bone?’ Mr Smith replies. ‘Its the 


dog's bone."". 


specific character; Mir Smith 
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Foyer | 
The kitchen is east of here. 

Mr Smith is standing by the door holding a passport and travel documents. 
Ms Jones is looking angrily at Mr Smith. 

Lassie is asleep, oblivious to your presence.. 

You see a bone that Lassie might like to chew on. 

>wake Mr Smith 

"I am awake now you fool, stop shaking me", says Mr Smith. 

>show the bone to Mr Smith 

(first taking the bone) 

Mr Smith’s eyes widen at the sight of the bone. "Are you sure it is not a human 
bone?" he asks. 

>tell Mr Smith about bone 

This provokes no reaction. 

>tell Mr Smith about the bone 

"Why would | care about the bone?" Mr Smith replies. "Its the dog's bone." 
>ask Mr Smith about bone 

There is no reply. 

>ask Mr Smith about the bone 

"Why do people always ask me about the bone?" Mr Smith replies. "Its the dog's 
bone." 


Very simple conversation... 


Instead of asking someone for something: 
say "Hmmm...doesn t seem persuaded enough to give you the [second noun]." 


Instead of throwing something at a person: 
say "You think twice about. There is no need to be violent. Besides, the [noun] is 
valuable to you." 


Instead of kissing a person: 
say "You hesitate. You want it to be more than just a friendly peck on the cheek." 


Instead of answering someone that something: 
say "Your mumble to [noun] '[topic understood]' is not heard." 


persons and things in general 
NOUN o 


secound Noun 
topic understood 
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Foyer | 
The kitchen is east of here. 

Mr Smith is standing by the door holding a passport and travel documents. 
Ms Jones is looking angrily at Mr Smith. 

Lassie is asleep, oblivious to your presence.. 

You see a bone that Lassie might like to chew on. 

>ask Ms Jones for the bone 

Hmmm...doesn't seem persuaded enough to give you the bone. 

>throw the bone at Ms Jones 

(first taking the bone) 

You think twice about. There is no need to be violent. Besides, the bone is valuable 
to you. 

>kiss Ms Jones 

You hesitate. You want it to be more than just a friendly peck on the cheek. 
>answer good morning to Ms Jones 

Your mumble to Ms Jones "good morning" is not heard. 
> 


play 


D PIE = 7 WW 
Persuasion 
When play begins: change the command prompt to "|time of day| >". 


The service area is a room. "The service area is where a customer collects any 
Spare part they have ordered. The door at the back leads to the staff room. 
There is a notice on the wall." 

The store room is a room. "The store room is full of spare parts." 

The notice is scenery and in the service area. "For security reasons, customers 
under no circumstances should enter the store room." 

The store room is north of the service area. 


[A simple way to limit the number of items a player can carry. ] 
The carrying capacity of the player is 4. 


The spare part is a thing. 


Mr Smith is a man. He is in the store room. Mr Smith wears a baseball cap. Mr 
Smith carries the spare part. 


Ms Jones is a woman. Ms Jones is in the service area. 


2/10/2009 Dr Andy Brooks 13 


Persuasion 


Instead of going north: 
say "A light starts flashing and you decide not to." 


[A clue that the spare part might be available to you at a future time. |] 
[A clue that you perhaps you should wait. | 
Instead of asking Ms Jones about something: 


say "You will just have to wait. Mr Smith will be here shortly. He should bring 
[topic understood ]." 


At 9:05 AM: say "Mr Smith wanders in from the store room."; 
move Mr Smith to the service area; 
say "Mr Smith is carrying [the list of things carried by Mr Smith].". 


e The instead rule about going north prevents the player from entering the 
store room. 

e The instead rule about asking Ms Jones reveals to the player that Mr Smith 
might appear soon, should they decide to wait. 

e The At rule changes the location of Mr Smith: from the store room to the 
service area. Also, the rule lets the player know what Mr Smith is carrying. 
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Persuasion 


[The block giving rule has to be disabled to allow one character to give 
something to another character. | 
The block giving rule is not listed in the check giving it to rules. 


[Mr Smith must be persuadable, otherwise he will do nothing requested by 
another character. | 

Persuasion rule for asking Mr Smith to try doing something: 

persuasion succeeds. 


Every turn: 
if the player carries the spare part, end the game in victory. 


e Without disabling the block giving rule, characters cannot exchange things 
with the player. 

e Without a persuasion rule, Mr Smith will do nothing asked of him by the 
player. 

e Ifthe player commands Mr Smith to move north back into the store room 
without getting the spare part from him, the player can never win the game. 
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service area 

The service area is where a customer collects any spare part they have ordered. The 
door at the back leads to the staff room. There is a notice on the wall. 

You can see Ms Jones here. 

9:00 am >Go north 

A light starts flashing and you decide not to. 

9:01 am >Ask Ms Jones for the spare part 

You can't see any such thing. 

9:01 am >Ask Ms Jones about the spare part 

You will just have to wait. Mr Smith will be here shortly. He should bring the spare 
part. 

9:02 am >z 

Time passes. 

9:03 am >z 

Time passes. 

9:04 am >z 

Time passes. 

9:05 am >z 

Time passes. 

Mr Smith wanders in from the store room. 


Mr Smith is carrying the spare part. A l 5 
play 


9:06 am >Ask Mr Smith about the spare part 
There is no reply. 
9:07 am >Ms Jones, go north 


Ms Jones has better things to do. Ms Jones has not been persuaded. 
9:08 am >Ask Mr Smith for the spare part 


Mr Smith gives the spare part to you. 


*** You have won *** 


play 


The lack of an appropriate instead rule means the player receives 
the standard message “There is no reply.” A rule could be written to 
generate a reply such us “You need to give me your voucher.” 


Ms Jones has no persuasion rules and so the player receives the 
standard message “... has better things to do.” 


> undo 

service area 

[Previous turn undone.] 
9:08 am >look 

service area 

The service area is where a customer collects any spare part they have ordered. The 
door at the back leads to the staff room. There is a notice on the wall. 

You can see Mr Smith and Ms Jones here. 

9:09 am >Mr Smith, go north 

Mr Smith goes north. 

9:10 am >look 

service area 

The service area is where a customer collects any spare part they have ordered. The 
door at the back leads to the staff room. There is a notice on the wall. 
You can see Ms Jones here. 

9:11 am >north 

A light starts flashing and you decide not to. 

9:12 am > 


play 


